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The industry of network games is the emerging entertainment at the end of 
20th century with the development of Internet, which changed the traditional way 
of entertainment and IT industry to some extent, has become the mainstream of 
entertainment industry eventually. However, the network games will go into 
abnormal future without support of social responsibility. The social responsibility 
of Network Games Corporation has turned into one of hot spots that initiated 
further discussion and research from all involved industries and departments.  
The thesis analyzed the contents of Corporation Social Responsibility (CSR) 
against 4 levels: economic, law, ethic and morality on the basis of CSR theory. 
The network games are different from others, which are fictitious, interactive, 
educating and economic. In accordance to those characteristic, the influence of 
network games and the significance with performance of CSR are elaborated. 
Shanda Interactive Entertainment Limited was founded in 1999, which is not 
only the forerunner of network games industry but also grew up into the model. 
The thesis carried out the problems of social responsibility by summarizing the 
ways and means of performance, combined with ever-changing trends and 
consumer demands. The improving countermeasures are raised in terms of 
network safety, precaution to internet addiction, network function, culture 
construction and so on, which should be the practical reference for others. 
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第一章   绪论 
 1
第一章  绪论 
第一节  研究背景和意义 
随着信息化时代的到来，互联网已经进入并渗透到人们生活的方方面面，
它不仅提供了海量信息的及时共享，传递和交流，也催生了“网络游戏”这
个新名词。经过 10 多年的发展，中国网络游戏年产值超过 180 亿元。易观国
际近期发布的《2009 年第二季度中国网络游戏市场季度监测》数据显示，中
国网游市场规模为 61.79 亿元，而光是腾讯、盛大、网易三家便分别占了 20.2


































第二节  研究目的和内容 

















业的使命感和责任感，也是亟待全社会关注和改善的社会责任问题。                    
第三节  研究步骤和论文框架 
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